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PHOTOSENSITIVE 


SEIZURES 
SEIZURE WARNING 
Please Read Prior to Playing 


A very small percentage of individuals may 
experience seizures when exposed to certain 
light patterns, flashing lights, or flashing images. 
Children and teenagers are more susceptible to 
seizure than adults, but even those with no his- 
tory of seizure or epilepsy could experience 
them while playing or watching video games. 


Symptoms of seizures include: lightheadedness, 

altered vision, jerking or shaking of the extrem- 
ities, loss of awareness, confusion, twitching, or 

full convulsions. Convulsions can lead to other 

injuries by causing an individual to fall off of a 
chair and/or strike objects nearby. 


If you or anyone in your family has an epileptic 
condition or history of seizures, consult your 
physician prior to playing this game 
have an undiagnosed condition. If you experi- 
ence any of the aforementioned symptoms of a 
seizure while playing STOP PLAYING AND 
CONSULT YOUR DOCTOR IMMEDIATELY. 
Parents should ensure their children are not 
experiencing symptoms. 


you could 


In order to reduce the risk of photosensitive 
epileptic seizures, you should play Turbine 
games in a well-lit room while you are alert 
and awake. Avoid poorly lit rooms and playing 
when fatigued. 


SYSTEM REQUIREMENTS 
MINIMUM SPECIFICATIONS: 
Windows® 98SE/2000/XP 
733MHz processor, 256 MB RAM 
56K+ Internet connection 
4X CD-ROM, 2 GB hard drive space 
32 MB DirectX 9.0 compliant video card 
RECOMMENDED SPECIFICATIONS: 
Windows® 2000/XP 
1GHz processor, 512 MB RAM 
56K+ Internet connection 
2 NG 4X CD-ROM, 2 GB hard drive space 
64 MB DirectX 9.0 compliant video card 


INSTALLATION 


Installation is simple! Insert the CD and follow 
the directions on screen. 


If the CD fails to autorun, go to My Computer, 
double-click on your CD-ROM drive, and dou- 
ble-click Setup. 


If you have previously downloaded and installed 
the Asheron’s Call: Throne of Destiny Upgrade 
Client, please uninstall this client via 
Add/Remove Programs before inserting the 
Asheron’s Call: Throne of Destiny CD. 


If you have previously downloaded and installed 
the Asheron’s Call: Throne of Destiny Preview 
Client, you don’t need to install anything new. 


Once you have installed the game, start the 
Launcher by selecting Asheron’s Call from the 
start menu or double-clicking the icon on your 
desktop. If you do not have a Turbine Billing 
account, click the “I’m a New Player” button. If 
you want to activate Asheron’s Call: Throne of 
Destiny on an existing account, click “Maintain 
My Account.” Within the Turbine Billing web- 
site you will be asked for your Account Key, 
found inside the Asheron's Call: Throne of Destiny 
package. 


LAUNCHER 


After typing in the account name and password 
you set up during installation, click the “Next” 
button and you'll get a window with a list of 
the available servers and their status for 
Asheron's Call: Throne of Destiny. Select one of 
the worlds and click “Next” again to go to the 
Character Selection window. From now on, 
select this world each time you're ready to play 
the character you are about to create. 


NOTE: Darktide does not provide any protec- 
tion against being attacked by other players. 
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Love comet Throw in a pinch of 
treachery and you’ve got a mix so volatile 
that even the bravest of the noble leaders 
become fearful. These traits characterize 
the new heritage race, available to players 
of Asheron’s Call: Throne of Destiny, the 


Viamontians. (See Heritage Group, p. 6.) 


Welcome to the nation-in-exile of the 
Viamo tian race! Corcosi Island is the 
southernmost (and safest) island, with 
only a fringe of ice on the northeast 
coast. Here is where you find Sanamar, 


the royal capital. 


Northwest of Corcosi Island is Lotila Island. 
An outpost of knights has been estab- 
lished on the southwest shore of 
_ the island, as a western lookout. 


ee (Ot —~ . 


North of Corcosi and Lotila is Traitor’s 
Island, aptly named for its treacherous 
inhabitants. Enemies of the Viamontian 
king, along with other dangerous crea- 
tures, inhabit the island. On a plateau 
near the northwestern shore, the rebels 
have established the town of Silyun. 


Vanguard Island is immediately east of 
Traitor’s Island. Vanguard is the first sight 
that greeted the Viamontians when they 
stepped through the portal. It is an 
inhospitable island that is not well 
explored. There is a strange and danger- 
ous valley leading to its northernmost 
reaches, called Shadow Pass. To the north 
of that pass is a settlement of Fiun, a race 
of creatures quite adept with magic. 


The most dangerous of the islands in this 
chain is the Isle of Ruin, east of Vanguard 
Isle. A garrison of knights has established 
Eastwatch, a small outpost on its eastern 
shore. There is a terrible frozen valley at 
the northern head of the island, named 
the Shattered Out-Lands. 


Southeast of Vanguard Isle is the Castle 
Corcima. It is a bleak and foreboding 
location that is home to General 
Corcima, the one who will someday lead 
the invasion against the mainland. 


Raising the Level Cap 


The old level cap was 126. Even though 
characters continued to earn experience 
(XP), they were only recognized as level 
126 because the total XP amount was 
limited by the system. Those characters 
didn’t stop earning XP and could still 
put XP into skills, but without game 
recognition. 


All of that changes for players with the 
Throne of Destiny expansion. The new 
overall level XP cap for characters is now 
275. (See Experience, p. 33.) 


Check out the following web page for a 
more detailed explanation of this change: 


http://ac.turbine.com/index.php?page_id=301 
http://ac.turbine.com/index.php?page_id=281 


Augmentation Gems 


You have a new way to spend some of 
your XP and “augment” those skills and 
attribute levels you already have — Aug- 
mentation Gems. These are very special 
gems only available to Level 100+ charac- 
ters that successfully complete a quest. 


"What's New 


* Each has a unique effect and XP cost. 


- The augmentation effects are perma- 
nent. They can’t be undone. 

* Some augmentations can be repeated 
(by redoing the quest after a specified 
amount of time has passed). Some are 
only available once. 


Turbine has an ongoing list of the avail- 
able Augmentation Gems at: 


http://ac.turbine.com/index.php?page_id=294 


Fie 


Rare Items 


Special rare items can now be 
found in the loot of all levels 
of creatures! (See Combat, p. 
28.) Hunt all those landscape || 
creatures as well as those : 
dungeon creatures. There are 
no wield or activation 

requirements on these Rares, 


but they are RARE! 


What exactly are these special 
items? No, we're not going to 
give you a list, but we can 
tell you that all the Rares 
you find will have a special 
icon so you'll know. 
‘em when you see ’em — 
in a creature’s loot. You will be 
able to display them in your 
home. Some you will lose after 
using them. Some you'll be able 
to keep forever. Take care not to 
have these Rares with you 
unless you are going to use them to Pfunt, 
however, since they will drop on death. 
(See Death & Death Penalties, p. 30.) 


For more information on Rare 
item frequency and drop rates, 
see the Asheron’s Call website. 
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Graphics Update 
The Turbine Graphics Engine has moved 
from a 16-bit Primary Buffer to a 32-bit 
Buffer and has upgraded to DX 9.0c. 
(See System Requirements, inside front 
cover.) Along with the engine upgrade, 
over 6,500 textures have been redone. 
You have the option to run with 64-pixel 
textures or, if you have a good video 
card, you can run with 128-pixel textures 
for an even crisper image. Check your 
Options-Sound / Graphics tab for this 
selection. (See Options, p. 16.) 


Updated Character 
Generation and 
Game User Interface 


For those of you who have played 
the game before, you'll notice a 
terrific upgrade to the interface. 
All the interface parts you're 
accustomed to are there, some 
with improved functionality. And, 
they look terrific now! (Future 
plans include additional User 
Interface options.) 


And Lots More! 


« More new monsters 


* Hundreds of new inventory 
items 


¢ More character titles 


* Many new quests, including 
Viamontian faction-based 
quests 


* Dozens of new dungeons 


<< 


Monouga in 
Asheron’s Call: 
Dark Majesty ‘\ 


Monouga in 
Asheron’s Call: 
Throne of Destiny 


POINTS OF INTEREST 


Scriveners. The merchants in this building sell 
magical scrolls. Not all of the vendors are human, 


but most Viamontians are loath to question the matter. 


Luressi di Maki's Cottage. 


Healer. Deme du Laur sells healing paraphernalia 
and can also cast a variety of helpful spells on her 
customers. 


Scribe and Archmage. Benno di Hergeaux sells 
blank tomes as well as some guidebooks on the first 
floor. On the second floor, Archmage Luchessa du 
Lamiere sells many magical and alchemical items 
such as spell components, mana stones and casting 
devices. She will also dispel harmful magic from 
customers for a price. 


Blacksmith. Karlus Loc is the blacksmith of Sanamar 
and trades in all manner of weapons and armor. 


Fletcher. Mikael di Suinn buys and sells weapons 
and equipment for those who prefer to fight at range. 
A trophy collector has set up shop in the next stall to 
the east. 


Tailor and Jeweler. Monique du Bressa sells tradi- 
tional Viamontian clothing and will buy clothes of all 


Map Of Sanamar 
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types, and jeweler Susana Arlean will buy or sell all 
manner of valuable gems, rings and necklaces. 


Market. Grocer Jaffres Dini buys and sells food and 
cooking supplies, and Tod Burgni buys and sells a 
little bit of everything. Elena du Furza keeps watch 
on the Beacon Tower portal just to the southeast. 


Public Square. The square is dominated by a statue 
of Varicci Il. Lorca Sammel can frequently be seen 
standing in its shadow, complaining of wild beast 
attacks. The pen of the Red Bull of Sanamar is just to 
the east. 


Tavern. Jean Vaden is the barkeep of Sanamar's 
tavern, and is often kept company by Brewmaster 
Rand. 


Portals to Holtburg. Shoushi and Yaraq. 


To the Royal Hall. The Royal Hall of Sanamar is 
the residence of King Varicci I and his court. It was 
built on a high outcropping as a replica of the Royal 
Hall of Viamont, back on Ispar. Portals to Eastwatch 
and Westwatch can be found just off the road, as 
can the tower where Seneschal Dalmour organiz 


Viamontian raids against the Ruschk. ~~ 


Lifestone. 
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ETTING READY TO PLAY 


| Create Your Character 


It’s a very simple process! Just fol- 
low the screens and make your 
choices. Asheron’s Call: Throne of 
Destiny gives you many, many 
choices to creating your character. 
So, even though the process is sim- se Ves 
ple, be aware that you have a lot of OR << 
control in the customization of a (Ga Vv a 
character ... all the way from e nes 
appearance details and clothing to | 

basic attributes and skills. <> : 


There are some common features to 


each of the Character Selection windows. oop. 


They all have a representative image of The first choice you need to make is 

the character as you build him or her on which Heritage Group you want your 
the right side, with arrows to twirl the character to belong to: Aluvian, 

character model and a magnifying glass to | Gharu’ndim, Sho or Viamontian. Each has 
zoom in or out to view your developing its own special story that you can read 
character. If you don’t want to make any on the right along with a representative 
choices on a given screen, you can click image of that Heritage. 

the “Random” button under the image Each Heritage group also has certain 

and move on. skills that are free to that group. 


Across the bottom right of the screen, 
you'll find Navigation buttons: 


¢« Left Arrow. Go back one screen. Alavi 
* Right Arrow. Go to the next screen, Assess Person, Dagger, Jump, Loyalty, 


presumably after making your choices. Magic Defense, Run, Salvaging 
* Help. Click Help for more informa- 


Free Sxitts By Heritace Group 


tion about character creation options. — 
« Exit. Leave Character Generation. wake ae ump, Loyalty, Magic Defense, Run, 
* Random. Use this button if you want 
completely random selections. Sho 
An information window is on the right jump, Loyaty, Mage Detense, Run, Salvaging, 
side of most selection screens. As you asain aay 
make a selection, a bit more detail is pro- Viamontian 
é vided in this information win- jump, Loyalty (Specialized), Magic Defense, Run, 


Ne dow. Salvaging, Armor Tinkering 


; : 


Profession 


This is the first of the creation 
screens where you begin to mold 


your character’s attributes and 
skills. There are several ready-made 
professions you can choose from: 
Bow Hunter, Swashbuckler, Life 
Caster, War Mage, Wayfarer and 
Soldier. These selections will set 
your attribute and skills on the 
upcoming Attributes Selection and 
Skill Selection windows. 


Or, you can choose 
Custom Character. With 
this selection, you use a 
pool of points to make 
your own selections on 
the upcoming windows. 


Attributes 


Attributes are the innate 
abilities of your character. 
The main attributes are 
Strength, Endurance, 
Coordination, Quickness, Focus and Self. 
A brief description of each attribute 
appears in the information window as you 
work on that attribute. While they don’t 
impact appearance, they are the basis of 
your effectiveness with your skills. 


Each attribute starts with a base of 10 
points and you have 270 Attribute 


Fiun 
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is Self 


Credits to spend on your 
attributes. You can slide 
the markers to the levels 
you want for your attrib- 
utes, or type in the level 
number you want in the 
box at the right of the 
slider. If you chose a 
ready-made profession, 
these selections are 
already made. However, 
you can still change them if you wish. 


Also, note the derived attributes of 
Health, Stamina and Mana. As you adjust 
Endurance, your Health and Stamina will 
change. As you adjust Self, your Mana 
will change. 


Sa 
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Skills 


Skills define what your character 
knows. During Character Creation, 
there are three groups of Skills: 
Specialized Skills, Trained Skills, 
and Untrained Skills. 


If you chose a Profession, your 
Skill Credits are already distributed 
into the template Skills for that 
Profession; however, you can still 
adjust these Skills. 


A Custom Character will 
have 50 Skill Credits to 
spend on Skills. 


NOTE 


You will notice that your. : | 
» Heritage Skills are 


Each skill has a name, a 
skill level (based upon the 
Attribute levels you select- 
ed), and an up-arrow and 
down-arrow. 


If the up-arrow is high- 4 Skills areas. 


lighted with a number 
beside it, you may move 
this skill from Untrained 
to Trained or from Trained to Specialized. 
The number beside the arrow will be sub- 
tracted from the Available Skill Credits 
total at the top of the list of skills. 


For example, if you select “Arcane Lore” 
from the Untrained Skills group and click 
on the up-arrow with a “4” beside it, Arcane 
Lore will then move from Untrained Skills 
to Trained Skills and 4 points will be sub- 
tracted from the Available Skill Credits total. 
You've spent 4 Skill Credits to train Arcane 
Lore. If you wish to Specialize in Arcane 
Lore, click the up-arrow again (now with a 
“2” beside it). Arcane Lore is now in the 
Specialized Skills list and another 2 
points have been subtracted from 
the Available Skills Credits total. 


} already showing in your — 


7 Specialized and Trained 


If the down-arrow is 
highlighted with a num- 
ber beside it, you may 
move this skill from the 
group it is in to the group 
below. The number beside 
the arrow will be added 
to the Available Skill 
Credits number at the top 
of the list of skills. To fol- 
low the same example, if 
you click on the down-arrow (with a “2” 
beside it) next to Arcane Lore in the 
Specialized Skills group, Arcane Lore moves 
to the Trained Skills list and 2 points are 
added to the Available Skill Credits total. 


Not sure about one or two skills that you’ve 
selected? In Asheron’s Call: Throne of Destiny, 
once you've reached Character Level 20, 
you can go on a quest to unspecialize or 
untrain a skill. All Skill Credits and 
Experience that you’ve put into increasing 
that level will be refunded. Then, you can 
choose to save those Skill Credits, go on 
another quest to specialize a different skill 
using those Skill Credits, or use them to 
train a new skill. The Experience refund 
goes into your total Experience pool. (See 
Attributes / Skills, p. 17.) 


|| | Create Your ‘Character 
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Appearance 


Here is where you select your 
character’s gender and can hone 
the look of your character’s facial 
features, skin color, eye color, hair 
color, hairstyle and hair shade. Just 
play with the selections and view 
the changes in the image window 
until you’re happy with your char- 
acter’s appearance. 


Starting Town 


The next step is to select the start- 
ing city for your character. Even 
though each starting city is flavored 
by one of the Heritage groups, any 
character can start in either Holtburg 
(Aluvian), Yaraq (Gharu’ndim), 
Shoushi (Sho), or Sanamar (Viamon- 
tian). You can read about each city in 
the information window on the left. 
Once you’ve made your decision, 
click on the city’s button and move 
to the final Summary window. 


Summary 


Here you can look through all the 


selections you’ve made for your 
character and name him or her. 
Names are unique to each charac- 
ter on each server so be prepared 
with several choices in case your 


first choice is already taken on 
that server. 


< Linish 


When you’ve finished creating a 
new character in Asheron’s Call, you 
find yourself in the Training 
Academy. The Training Academy is 
a small school that teaches you the 
basics of Asheron’s Call’s unique 
gameplay systems. You can spend as 
much time in the Academy as you 
like, and by the time you're fin- 
ished with it, your character will 
progress to Level 5. Plus, you'll get 
some snazzy new armor to boot. 


Make sure you speak to each NPC 
(non-player character) in the Academy. 
They will assign quests that will teach you 
the basics of the game. You will receive 
significant Experience (XP) rewards for 
many of these quests. 


When you finish the Academy’s final 
quest, you are allowed to proceed to your 
hometown. 


» Characters trained in the ™ 


» Sanamar Training Hall 


. will be portaled outside 
| the city itself. To travel to 


e Training Academy 


The Sentry will direct you to an NPC 
who will give you your first real quest. Be 
sure to visit that NPC in order to begin 
your life on Dereth. 


Experienced players can skip the tutorial 
altogether by speaking with Jonathan in 
the second room of the Academy. Just fol- 
low his instructions and you will receive 
all of the experience and material rewards 
you would have otherwise received by 
completing the Academy. 


GAME WINDOW 


After stepping out of the portal that gets you into the game, you are met with your 
character’s playing window. 


Information Interface, p. 12 


Inventory Interface, p. 14 


Action Viewscreen & Radar, p. 22 Status Interface, p. 15 
Chat Interface, p. 20 
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Information Interface 
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Lots of information can be found in this interface! 


Health | Stamina | Mana 


These red, yellow, and blue bars indicate your levels of Health, Stamina and Mana. Click on the 
bars if you don’t want to look at the actual numbers. Click again to get the numbers back. 
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Portal Storm | Chess | Vitae | Beneficial Spells | Harmful Spells | Character Info | Link Status | Help | Exit 
(See below for details.) 


haw Portal Storm be Beneficial Spells in Effect 


When there are too many characters in 
one spot, usually resulting in poor playa- 
bility for everyone, you may see this pur- 
ple Portal Storm icon in the Information 
section of the along with a swirling 
effect around your character. This means 
that you need to leave the area soon or 
you'll be teleported to a nearby area that 
is not so crowded. 


BY Chess Board 


This is the Chess Board Window icon. 
Many towns in Dereth have chess boards 
nearby — once you have double-clicked 
on a chess board, this icon will light up. 
Click on it to hide or display the Chess 
Board Window. 


Eq Vitae 


If you die, you will have decreased abili- 

ties and skills for a time and this icon 

will shine yellow. This is called Vitae. As 

you hunt after dying, the experience you 

gain will decrease and eliminate 
this Vitae penalty. (See Vitae, 
p- 30.) 


€ 


This blue icon is present when you’ve 
got beneficial spells (“buffs”) on your 
character. (Beneficial spells can be cast by 
you on yourself, or by other Magic- 
skilled characters, or by your armor, jew- 
elry, clothing or weapons. Creature 
Enchantment magic has a timer on it, so 
click on this icon to get a quick peek at 
the Beneficial Spells in Effect window. 
The timers will be able to tell you if you 
really want to go into that dungeon 
room full of undead or if you should re- 
buff. 


Ea Harmful Spells in Effect 


When this red icon is showing, you have 
been the target of harmful spellcasting (a 
“debuff”), either from a creature or from 
another player (providing that both of 
you are Player Killers [PK]). Click on the 
icon and check the Harmful Spells in 
Effect list before going up against a diffi- 
cult foe. You may want to wait until the 
harmful spell has run out. 


® Character Info 


This is your Character Information 
Window icon. Click on the icon to find 
out when your character was born, how 
long you’ve played that character in real 
time, how often that character has died, 
the character’s natural resistances and 
innate attributes (starting attributes), 
Chess Rank, Fishing Skill, and Burden 
status. 


The icon will light yellow when you go 
over 100% burden (that is, when you're 
carrying too much). It turns red when 
you go over 200%. Burden decreases 
your effectiveness in Run, Jump, Melee 
Defense and Missile Defense skills. When 
overburdened, this window will also tell 
how overburdened your character is and 
the percent reduction the burden has on 
those four skills. 


EA Link Status 


If this icon turns yellow a lot or goes to 
flashing red, you may not want to go 
into that really dangerous dungeon today. 
It means that your connection to the 
game servers is wavering. This happens 
for a number of reasons, and usually 
stops after a time. If it doesn’t stop after 
several days, contact your Internet 
provider. If the problem isn’t there, con- 
tact Turbine Customer Service at the 
phone number on p. 41. 


Duke Bellenesse 
(Concept Art) 


This icon brings up a window additional 
game information. You can browse 
through the contents tab, or search in the 
index tab. If there is something that 
comes up while you are ingame, check 
here first. It’s the intermediate step 
between this manual and one of the 
websites listed on p. 41. 


bd Exit 

Click on the “X” if you want to exit the 
game. This puts you at the Character 
Selection screen. You can select another 


character to play or click on “Exit” there 
to quit to your desktop. 


Inventory Interface 


Here is where you can see what —— Te 
your character is wearing and 
wielding and what is in your main 
backpack (up to 102 items), plus 
any containers you may have pur- 
chased (another 24 items per stan- 
dard container). You can control 
what your character equips by 
dragging an item from your back- 
pack (or other container) to the 
appropriate slot on your character 
image (“avatar”). 


Avatar 

Equipped : . 

Slots <7 oS Container 
fi | | Slots 
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_ and a magic wand/orb-( ) 
ishield and magic wand/c 


atthe same time nor can . 


you use a ranged weapon — 


| without ammunition in the 


If you select a magic skill at char- 
acter creation, you will also find a 
Foci for that school of magic in 
one of your container slots in the 
inventory window. 
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Ascia 
(Concept Art) 


> Clicking on the main 
backpack icon is also a 


That can come in handy | | 
while casting spells on — 


Status Interface 


This part of the Player Window is where you find out character status (rank, spells, 
skills, gameplay options, location, etc.) as well as the status of any other selected char- 
acter, NPC, or creature. This is a detailed section so the diagram below is repeated. 


Action State 
Use Item Hand 


& 


nN 
Notice that the backpack flap is open, 
indicating that your Inventory is available 
for view. Click on the backpack to close 
the flap and you can see more of your 
3D playing area. Note that the radar is 
still available in the upper right corner. 


Action State 


When you're not in combat with a 
weapon or casting magic, this icon will 
appear as a dove, meaning you aren’t 
fighting. When you equip a weapon and 
attack (see Combat, p. 28), the icon turns 
into a red axe (if using a melee weapon) 
or a red bow with a number indicating 
how much ammunition you have 
equipped (if using a ranged weapon). 
When you're casting magic (see Magic, 
p. 31), the icon turns into a fireball. 


Use Item Hand 


One of the options for using an item 
(without first targeting or selecting it) is 


Shortcut Hotkeys 1 — 9 


Brass, Chainmail Lezzings 
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to click on the small yellow hand to the 
right of the Action State icon (dove, axe, 
bow or hand with swirling blue). Your 
cursor will change to a hand. Use this 
cursor to click on an object you wish to 
use, such as an item in your backpack or 
opening a door or chest. 


Examine 


Click on this icon and your cursor 
changes to a Magnifying Glass. Use this 
icon to click on any object to find out 
information about it. 


Selection 


Whenever you select an object, player 
character, creature or non-player character, 
the name will appear in this window and 
a targeting reticule (four small arrows) 
will appear around the selection. If you 
ever find a situation where something 
doesn’t seem to be working, check this 


box first to make sure you have i, 
5» 


the correct target selected. wy A 


Selection 


Options 

Click here to bring up a window with 
three tabs: Gameplay Options, Character 
Settings and Config. 


Two items of note under the Options Tab 
are Urgent Assistance and Report Abuse. 
Click on the Urgent Assistance button if 
you find yourself in a situation that is not 
normal for the game, such as getting 
stuck in a jumping loop and not able to 
get out. Turbine Envoys will contact you 
via chat as soon as possible to help you. 
Report Abuse is a special window 
reserved only for situations where you 
witness another player abusing the Code 
of Conduct: 
http://ac.turbine.com/index.php?page_id=170 


The Configure Keyboard button will open 
a window where you can map your key- 
board with your preferred shortcuts. (See 
Mappable Commands, inside back cover.) 


The Character Settings tab offers you a 

long list of optional functions for your 

character. Look down the list. If you see 

something you'd like to change, click on 

the check bubble and then the “Apply” 

button. Hover your mouse cur- 

sor Over an option to see more 
details about it. 


Shortcut Hotkeys 1 — 9 


If you find that you’re having a problem 
with game performance, you might wish 
to check the options under the Config tab. 
See if lowering your settings would help. 


Map 


Here you find two tabs: Map and House. 


The ingame map has several features. The 
small green circle on the map indicates 
your location in Dereth. You'll also find 
your location coordinates at the bottom 
of the map. (Look here for your coordi- 
nates if you have not chosen to display 
your coordinates under your radar — one 
of the options under the Character tab of 
the Options triangle.) Run your cursor 
over the map. When it passes over one of 
the town icons, the name of the town is 
listed at the bottom-center of the map. 


The House tab has information about 
whatever dwelling you have purchased 
on your current server. 


owned per account (not pe 
haracter) per server... 
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Attributes / Skills 


This icon brings up two tabs: Attributes 
and Skills. 


Both tabs have several pieces of informa- 
tion at the top. Here you will find your 
name preceded by your rank in your 
allegiance. (See 
Allegiances & 
Fellowships, p. 32.) 
Under your name is your 
gender, heritage group, 
title, whether you are a 
Non-Player Killer (NPK) 
or Player Killer (PK), 
your total XP, the XP 
required for you to reach 
your next level, and your 
current Character Level. 


Following the informa- 
tion panel in the 
Attributes tab is a list of your attributes 
and the levels you have in each. Health, 
Stamina and Mana have two numbers 
after the name because these attributes 
vary with your activity. The number on 
the left of the attribute is the current 
level. The number on the right is the 
maximum value. 


At the bottom is your attribute improve- 
ment box. Click on an attribute that 
you'd like to improve. The box mirrors 


the currently active level in that attribute. 


It also shows you how much of that level 
is buffed (+ green number in parentheses 
after the level) or debuffed (- red num- 
ber in parentheses after the level). In 
addition, you can see the XP needed to 
raise the attribute (or to raise the maxi- 
mum value of the attribute), and how 
much unassigned XP you have. If you 
have more unassigned XP than what you 


tribute shown with a red 
number. means that attribu 


need to raise the attribute, the Raise tri- 
angle to the right is highlighted green. 
Click on it if you’re sure you want to use 
your XP to raise that attribute. Your 
attribute is raised one level. 


The Skills Tab list is divided into 
Specialized Skills, Trained 
Skills, Untrained Skills 
and Unusable Skills. This 
list shows you the levels 
you have in each skill. 


At the bottom is your 
skills improvement / pur- 
chase box. For your 
Specialized and Trained 
skills, the skill improve- 
ment process works the 
same as Attributes 
improvement, above. 
Click on a skill that you’d 
like to improve. The box mirrors the cur- 
rent level in that skill. It also shows you 
how much of that level is buffed (+ green 
number in parentheses after the level) or 
de-bufted (- red number in parentheses 
after the level). In addition, you can see 
the XP needed to raise the skill and how 
much unassigned XP you have. If you 
have equal to or more unassigned XP 
than what is needed to raise the skill, the 
Raise triangle to the right is highlighted 
green. Click on it if you're sure you want 
to use that XP to raise that skill. Your skill 
is raised one level. 


Untrained and Unusable Skills need to 
be purchased with skill points before 
they can be improved. You'll notice that 
Untrained Skills have a level number. 
This means you can use these skills, 
even though you haven't ‘ 
trained them, but you cannot 


a. 


put any XP into raising these skills until 
you train them, which moves them from 
the Untrained list to the Trained list. 
Unusable Skills all have “0” as their level. 
You cannot use or improve these skills 
until you train them. 


You gain skill points as you progress in 
level. Click on one of the skills in your 
Untrained or Unusable list. The bottom 
box shows you the skill credits needed to 
train that skill and how many skill credits 
you have available. If you have at least as 
triangle to the right is highlighted green. 
Click on it if you’re sure you want to use 
those skill credits to train that skill. 


Magic 
This icon brings up two tabs: Spellbook 
and Components. 


This is a list of all the spells that your 
character has learned. At 
the bottom is a filtering 
box. Click the check 
bubbles to view the 
school and spell level you 
want to look at. If it’s a 
spell that your 
character will 
never use, click 
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as you rise in levels-to read~ 


on it in the list and then click on the 
“Delete” button. 


You can also access information about 
each spell by left clicking on the spell 
name in the list followed by right-click- 
ing or pressing (E} on your keyboard. 
Here you will get information about the 
spell: name, school, icon, maximum mana 
required to cast it, duration of the spell, 
very brief description of the effect of the 
spell, a list of the needed components 
and a pictorial view of the formula of 
the spell. Click again on the Wand trian- 
gle in your main window and it brings 
you back to the list. 


The Components tab is your inventory of 
magical supplies broken into component 
sublists, such as Scarabs and Tapers. There 
are two numbers to the right of each 
component. The top number is the cur- 
rent inventory you have of that item. The 
bottom number is the tar- 
get amount that you want 
to keep of that item. 


When you visit a magic 
vendor, you can type 
/fillcomps in your chat bar 
and your Buy Vendor tab 
will automatically show 
what you need to bring 


your inventory up to your target amount. 
(See Vendors, p. 25.) 


Social 


Here you find two tabs: Allegiance and 


Fellowship. 


If you’re not a member or a monarch of 
an Allegiance, this window will show your 
character’s name, zero followers, zero 

rank. If you find someone that you wish 
to pledge your allegiance to, select that 
character and click on the Swear button 
in this window. Your followers remains at 
zero, but your rank becomes one and your 
name will reflect your new rank title. 


If someone wishes to Swear to you, they 
will go through the process above. Once 
you click on “Yes” (that you accept them 
as your Vassal), their name will appear in 
the Vassals list. 


At the bottom of the Allegiance tab, you 
can choose to automatically accept alle- 
giance requests by clicking in the check 
bubble. There are also two buttons at the 
bottom. The one on the left is a toggle 
to Show XP or Show Titles of your vas- 
sals. The button on the right brings up a 
special icon (a head with an “X” over it). 
Move this icon to the name of the vassal 
or patron that you wish to break from 
and click. Make sure you click on the 
correct person! There’s no undo for this 
function. If you make a mistake, your 
vassal will have to re-pledge to you. 


The Fellowship tab is where you create a 
Fellowship or monitor one that you're 
already in. To create a Fellowship, go to 
the bottom of the tab window. Type in a 
name for your Fellowship, such as 
“Hunters of Dereth”. Click on the check 


bubbles that you want for your fellow- 


ship: Accept Fellowship Requests, Share 
Fellowship Experience, Share Fellowship 
Treasure, and Auto-Accept Fellowship 
Requests. Click “Create Fellowship”. 


This brings up the Fellowship monitoring 
window with the name of your 
Fellowship at the top. Follows is a list of 
the members of your Fellowship with 
their Health, Stamina and Mana levels 
mirrored under their names as well as 
the percentage bonus to XP. 


At the bottom of the monitoring window 
are 6 buttons. 


* Leader. You, until you select another 


member of your Fellowship to be 
leader. 


Recruit. Select another player and 
click “Recruit” to add them to your 
Fellowship. 


Quit. Click “Quit” when you need to 
leave the Fellowship. 


Dismiss. If you don’t want someone 
in your Fellowship, click “Dismiss”. 
Open/Close. The “Open” / “Close” 
button toggles between an Open 


Fellowship where anyone may recruit 
members to a Closed Fellowship where 
only the Leader may recruit members. 


Disband. When the hunting is done 
and everyone heads to town to sell 
and have an ale at the tavern, click 
the “Disband” button and your 
Fellowship is disbanded. 


Shortcut Hotkeys 


Drag the icon of anything you wish to use 
with a quick keystroke, matched i to a 


on your keyboard. —" 
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Chat Channel 


Chat Window 


The large area of the Chat section is the 
Chat viewing area where you read the 
messages you can receive and send: 

* Game or server-wide messages 

« Allegiance-wide messages 

« Tells (messages) from other players 

* NPC interactions 


* Combat results 


3 Information about all 
\commands can be found 
by typing 

/help <command> 


This part of the Player Window is where you find out character status (rank, spells, 
skills, gameplay options, location, etc.) as well as the status of any other selected char- 
acter, NPC, or creature. This is a detailed section so the diagram below is repeated. 


Chatting is one reason many players get involved in online games. Asheron’s Call: 
Throne of Destiny has a very good and very readable chat system. The Chat window 
stays open all the time...even while teleporting, so your Fellowship companions who 
port into a dungeon first can send warnings or give the “All Clear!” to those who are 
still in the process of teleporting. And, it’s nice to be able to continue to chat even 
while you can’t do anything else in the portal. 


Enter Text 


Here is where you type all messages and 
Commands. (“/” or “@” can be used 
interchangeably in front of command 
words.) Other Commands are listed in 
their specific areas in this manual. 


COMMON CHAT COMMANDS 


/a__ Sends a broadcast message to your Allegiance 
/¢__ Sends a broadcast message to your Co-Vassals 
/m__ Sends a message to your Monarch 
/p__Sends a message to your Patron 

/v__Sends a broadcast message to your Vassals 


/f___Sends a broadcast message to your Fellowship 
/tell <full character name> 

Sends a private message to specified character 
/reply or /r 
Sets up the Chat line to send a message to 
the last person who sent you a Tell 


~ “Chat Interface ~~ 


Sizing Box/SizingBor 
You can size your chat viewing area by 
dragging on the bar on top of the chat 
box or by clicking on the Sizing Box. 
You can also use the scroll bar to the 
right to find chat text that you might 
have missed. 


Chat Channel 


The bottom left box gives you several 
selections or paths for your chat message 
to take. As long as one of these selec- 
tions is checked, all of your messages will 
follow that path. For example, if you 
check “Tell to Fellows”, every message 
that you type will be sent only to the 
other members of your Fellowship. You 
can override this selection by typing a 
command in front of your message if you 
want to send a Tell to a player who is 
not in your Fellowship. 


Chat Poses 

Chat poses are actions that your charac- 
ter can perform. If you want your char- 
acter to display a chat pose that you 


haven’t mapped to a specific key, go to 
the chat box by hitting and then 
type the name of the pose between two 
asterisks, such as *cross arms*. In game, 
click on the Options button / Gameplay 
Options tab / Configure Keyboard to 
find a list of all the chat poses available 
in the game under “Emotes.” 


COMMON CONTROL & INFO COMMANDS 


/friends Displays your list of friends and if 
they are online 

/friends add <full character name> 

Adds a character to your Friends list 

/friends remove <full character name> 


Removes a character from your 
Friends list. 


/squelch <full character name> 
Squelches all chat from a character or 
account 


/unsquelch <full character name> 
Makes a squelched character's chat 


available to you again 


/day A toggle that lightens / darkens the 
outdoor landscape. Note that this 
command may take several seconds 
to take effect. 
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Action Vie 


Action Viewscreen 


This is where the 
action is ... literally! 


There are a couple of 
other things you will 
notice here as well. 
Game messages will 
appear in the upper 
center of the Action 
Viewscreen. For exam- 
ple, if you type in a 
Command incorrectly, 
“Unknown Command” 
will appear for a few 
seconds in red text in 
the upper center of 
your screen. 


The illustration shows the Action 
Viewscreen while the Inventory 
(Backpack) is open. Click on the 
Backpack at the bottom or the “_” box 
in the upper right corner of the 
Inventory area to close the Inventory. 
The Action Viewscreen now spans the 
player window. 


Your Radar moves into the Action 
Viewscreen if the Stretch UI option is 
chosen under the Options triangle / 
Character tab. (The Radar will be above 
your inventory if this Option is not cho- 
sen, as in the above illustration.) 


Keep an eye on your radar. All those 
blips mean something, depending on 
their color or shape. 


orange enemies 
white other players 


yellow NPCs (non-player characters) 


red players who are Player Killer 
ers who are r Killer Lite 


green members of a Fellowship you're in 


square __ members of your allegiance 


X players who can attack you because 
you are both Player Killers or 


Player Killer Lite 
down-triangle 
members of a Fellowship you're in 


up-triangle 
leader of the Fellowship you're in 
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Action Viewscreen & Radar, Items 


Examine. There are two 
ways to select an item: 
click on it or press the [{) 
or {]} key to select the 
nearest item. (See 
Targeting Keys, back 
cover.) Once selected, you 


* Strength 

: 

ef Bridurance 
Coordination 


can get more information 
about your selection by hit- 
ting the (E) key. If the item 
is in your inventory, you 
can click on the 
Magnifying Glass in the 
bottom right part of your 
screen. The cursor changes 
to a Magnifying Glass. 
Click the cursor on any item in your 
inventory to get the Examine information 
window. 


Pick Up and Drop. Double-click on an 
item to pick it up. You may also press the 
key to pick up any item that you’ve 
already selected. You cannot pick up an 
item that is hooked in a house you don’t 
own (see Housing, p. 34). 


Don’t want something? Drag it from your 
Inventory and release it into the Action 
Viewscreen of your player window. 
Check to make sure you really want to 
drop an object this way because anyone 
can then pick it up off the ground in 
front of you. Items that have the special 
property “Attuned” cannot be dropped — 
you can see the special properties of 
items by Examining them. 


Use. Thirsty? Go to the nearest tavern 
and buy a tankard of ale. To drink the 


Examine Window 


ale, you must “use” it. 
Double-click on the tankard 
of ale to drink (or use) it. 
Some items will need a tar- 
get to be used. For exam- 
ple, if you double-click on a 
door and receive the mes- 
sage, “The door is locked!” 
and you have the key in 
your backpack, you will 
need to use (or double- 
click on) that key. After you 
double-click on the key, the 
cursor turns into a yellow 
target. Move the cursor 
over the item you need to 
affect (in this case, the door) and click. 
You’ve used the key to open the door! 


Keys, healing kits, lockpicks, keyrings and 
the like can have more than one use per 
item. In the example above, that key may 
have a total of 3 uses. You can find out 
how many uses a key has by selecting it 
and examining it ({E)). 


Some items, such as pyreal coins or por- 
tal gems, can stack in one inventory slot 
up to a maximum for that item, but 
there are two different ways of using 
such stacks. If you click on a stack of 
pyreal coins, check the Item Selected 
name window on the bottom right of 
your screen. In addition to the name of 
the item, you will get a box with the 
total amount of pyreal coins that you 
have in that stack. If you only wish to 
use part of that stack, you can : 
type in the number of pyreal ~ 


ae 
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coins you wish to (for example) give to a 
companion. Once you type in the num- 
ber, drag the stack of coins to your 
friend. Only the amount you indicated 
will be given away. 


SHRONG OF DES TEN) 


Stacks of some items, such as portal gems 
or some magic stones or potions or 
rations, work a little differently. You can 
still use parts of the stack to trade 
or give to other players as above. 
However, if all you want to do is 
use a portal gem, simply click on 
the stack. A Gateway portal opens 
in front of you and the amount of 
portal gems in that stack decreases 


by one. 


Equip and Unequip. Double- 
click on an item — such as 
armor, shield, missile ammunition 
or jewelry — to equip it. Or, 
drag the item from your inventory onto 
your character avatar in the upper right 
of your screen (if you have your invento- 
ry backpack open). It will then appear on 
the avatar. 


are-to use the right one! 


If the equipped item is visible in an 
equipped window — such as jewelry, 
ammunition, weapon or clothing — you 
can simply double-click on the item to 
unequip it. Body armor, hand coverings 
(gloves, gauntlets, etc.) and foot coverings 
(boots, sollerets, shoes, etc.) — must be 
dragged from the avatar to your back- 
pack to be unequipped. Some items may 
have special requirements that you must 
meet in order to be able to wield them, 
these requirements will appear if you 
Examine the item. 
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Viamontian Banner 


Mana Charges and Mana Stones. Items 


that have magical buffs when worn 
require mana to continue to provide that 
buff. You can purchase Mana Charges 
from Archmages and Master Mages to 
restore mana. Double click on the Mana 
Charge, get the yellow target cursor, and 
click on your avatar. The mana from the 
Mana Charge will 
be distributed 
among all your 
equipped (worn) 
items and a mes- 
sage will appear 
in your chat box 
letting you know 
if your items need 
more mana or if 
your items are 
fully recharged. 


An option to buying Mana Charges is to 
use Mana Stones on loot items charged 
with mana. You can get “free” mana in 
this way, but the item is destroyed in the 
process. Since you can’t sell the loot that 
gets drained by a Mana Stone, you are, in 
essence, “paying” for the mana. 
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VENDORS 


There are vendors all over Dereth: 
Blacksmiths, Weaponsmiths, Jewelers, 
Mages, Bowyers, Grocers, Provisioners, 
Tailors and Healers. Every vendor has the 
interface illustrated below. 
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Vendor Window pie Es 


The first tab is the Items tab with a 
drop-down list of sub-categories. If you 
see something you want to purchase, 
click on the item and select whether you 
want to Buy Item or Add to List. 
Clicking on Buy Item puts the item into 
your inventory and subtracts the appro- 
priate amount of pyreal from your 
money. Transaction over. 


Add to List puts the item into a “shop- 
ping cart” that you find under the 


TRADING 


Asheron’s Call: Throne of Destiny has a way 
to securely trade with other players. 
Double-click on another player to open a 
Trading Window. On the left are slots for 
your trading partner to put his or her 
items to trade. On the right are slots for 
your items to trade. Once the items are 
in place, you will need to click on the 
Trade arrow. The person you're trading 
with will click on his or her Trade arrow 
and the items will be traded. The items 
you traded for will appear in your inven- 
tory Backpack. 


Buying tab. You can review what you 
want to purchase before you spend any 
pyreal. If you decide that you don’t want 
one of the items, select it and click Clear 
Item. If you don’t want anything or want 
to start over, click Clear 
List. You may also choose 
to Buy Item if you only 
want one thing or Buy 
All if you want every- 
thing. 


The Selling Tab is where you drag all 
items that you may want to sell. Similar 
to the Buying Tab, you can choose to 
Clear Item, Clear List, Sell Item or Sell 
All. Each vendor has a list of things that 
he can buy. If you try to sell something 
inappropriate — say a sword to a jeweler 
— you will see a red circle with a slash 
through it. If you drag an item over and 
see a green circle, that item can be sold 
to that vendor. 


EE oe as 
AC:TD has a separate place for player- 
character vendors — the Marketplace. 
You can reach it by typing /marketplace 
in the Chat line. You can often find 
many characters here willing to trade 
items with you. 


en 


You have the ability to improve some of 
your items in AC:TD through the Armor 
Tinkering, Item Tinkering, Magic Item 
Tinkering, or Weapon Tinkering skill. 
Simply, if you have one of the above 
skills, you can apply Salvaged materials 
to an item with a chance of improving 
the performance or the statistics of that 
item. 


La A a 
The first step is to salvage materials from 
loot. (See Looting, p. 29.) In your back- 
pack, you'll see an Ust. Double-clicking 
on the Ust will open a salvaging window. 


e. 
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in Salvage Window Gos © 


Drag any loot item (or all items made 
from the same material) you don’t want 
to keep or sell into one of the slots in the 
salvaging window. Click “Salvage”. The 
loot item is transformed into a number of 
units of the material that item is made 
from. The exact number of units you'll 
get is determined by the workmanship of 
the item (1-10) and your Salvaging skill 
or your highest Tinkering skill. 


For example, if you loot a pine axe with a 
workmanship of 3, you can salvage from 1 
to 3 units of pine. The higher your 
Salvaging skill or your highest Tinkering 
skill is; the more units you can salvage. 
You'll see a sack with a unique icon in 
your inventory where your loot item was. 
Each sack holds 100 units of 


Gs salvage. 


Examine the sack (hit the [E) key). In the 
information window, you can find out the 


value of the sack in pyreals, the average 
workmanship of all the salvage in the 
sack, how many items went into filling 
the sack, and what improvement that sal- 
vage can make when you apply it. 


Tinkering ims 4 
Once you have a full bag (100 units) of a 
salvaged material, you are ready to give 
Tinkering a try. Double click on the sack 
of salvage to get the yellow targeting sym- 
bol. Then, click the target on top of the 
item you wish to tinker. You'll get a warn- 
ing indicating the you will 
destroy the item if you fail. 
It’s up to you, then! 
Success means that you’ve 
got an improved item. 
Failure means that you’ve 
destroyed both the item and your sack of 
salvage. If you wish to see your odds of 
success before Tinkering or any other craft 
interaction, turn on the “Use Crafting 
Chance of Success Dialogue” option under 
Character Settings. 


Most tinkers require that you have the 
appropriate Tinkering skill; however, there 
are a couple of Tinkers that everyone can 
make. Anyone may apply a full bag of 
Leather to an item in their inventory that 
they never want to sell or trade by mis- 
take...like that special shield or weapon 
or magic orb you never want to lose! 
Also, if an item is Attuned and you'd like 
to display it in your home (see Housing, 
p. 34), then you can apply a full sack of 
Ivory to the item. 


Check out the websites mentioned on 
p. 41 for more details on Tinkering. 


GETTING AROUND 

Well, there are always roads. You can fol- 
low those rock-paved paths all over. 
Generally, the most dangerous monsters 
stay away from the roads, but there’s no 
guarantee they won't decide to take a 
stroll to see what’s on the other side. It’s a 
good idea to check your radar and ID any 
orange dots. They may be chickens ... or 
they may be something that will hit back. 


There are portals to many locations 
around Dereth. Check around the town 
nearest to your Training Academy for 
those colorful swirls. Click ONCE on the 
portal and hit the (E) key to examine it. 
The information window will give you 
guidance on the appropriate character 
level for the area the portal goes to. 


You can also buy Portal Gems from the 
Archmage in your hometown. These 
gems aren't cheap, so you'll need to save 
up before relying on them too much. 


If you type /lifestone in the Chat line, you 
can return to the lifestone you bound to 
(without having to die!). This can be 
handy if you’ve run out deep into the 
countryside and want to jump back to 
town to sell loot or restock. 


_ Using the /lifestone 
_ command uses half of 


your mana. 


ih <p Gta diemenenieats ¥. 

There are also a couple of options if you 
choose to join an allegiance. Your 
Monarch can bind to a hometown. Typing 
/allegiance hometown in the Chat line will 


Tinkering, Getting Around 


take you to that hometown. Similarly, typ- 
ing /house mansion_recall (or 

/house alleg recall) in the Chat line will 
take you to the mansion or villa of your 
allegiance. 


So, even a new character has access to 
plenty of Dereth! 


As you increase in level, there will be 
many options for you to travel around 
Dereth. For example, if you have Item 
magic of a sufficient level, you can learn 
Portal magic. These spells will allow you 
to tie a spell to a specific portal and then 
recall to it via another spell. Eventually, 
you'll even be able to open a portal to 
that location for others to use. 


Plus, if you are Level 20 and are lucky 
enough to have your own dwelling, typ- 
ing in /house recall will take you back to 
your home! 
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COMBAT — 


Combat can be as simple or as challeng- 
ing as you like it. 


Put on your armor, equip your weapon 
and shield (or your missile weapon and 
ammunition). You 
equip your armor by 
dragging it onto 
your avatar above 
your Inventory back- 
pack. Optionally, 
double clicking on 
the equipment item 
in your backpack 
will automatically 
move it to your 
avatar. You can drag 
your weapon and 
shield or ammunition into the appropri- 
ate slots around your avatar, or just dou- 
ble-click on them in your Inventory 
backpack and they will automatically go 
to the correct equipped slot. 


Click on the Dove icon in the bottom 
right of your screen or hit the {*} (accent 
/ tilde) key. This will put your character 
into a combat stance. 


Look around the landscape and spot an 
enemy or creature. (Enemies will appear 
as round orange blips on your Radar.) 
Target your enemy by clicking on it or 
clicking on the orange blip on your 
radar. You can also hit the {*) (apostro- 
phe) key to select the nearest monster; 
to select the Last attacker; the {;) 
key to select the next Monster; the 
key to select the previous Monster. 


Notice the four gold arrows 
(the targeting reticule) sur- 


~E 


rounding your target. If you don’t see 


those arrows, you don’t have that enemy 
targeted. 


Next you have some choices. 


Ranged Combat Window 


Adjust the Attack Speed / Power Bar by 
sliding the arrows or using key com- 
mands: decrease ({insert)) or increase 

((Page Up). Faster attack speeds (resulting 
in a melee piercing attack or firing more 
ammunition in a ranged missile attack) 
result in more frequent attacks, but at the 
cost of effectiveness (lower damage, more 
misses). Slower attack speeds (melee 
slashing attacks or longer-aimed missile 
attacks) carry more power or accuracy 
(thus, more damage), but you make fewer 
attacks. Another factor to keep in mind is 
that faster attack speeds take a much 
lower toll on your stamina than melee 
slashing or longer-aimed missile attacks. 


Three additional options appear in the 
attack panel: Automatically Repeat 
Attacks, Auto Target and Keep Combat 
Targets in View. If you have Auto Target 
checked, once you’ve defeated an enemy, 
you will automatically target the nearby 


enemy that caused you the most damage. 
Note that sometimes this will cause you 
to be pulled to a ranged attacker rather 
than go to the next melee attacker near- 
by. Checking Repeat Attack means you 
use your previous attack repeatedly 
against the same target until it is dead 
(or until it kills you ... see Death & 
Death Penalties, p. 30.) Even with these 
two boxes checked, you can adjust your 
speed / accuracy and attack height dur- 
ing combat. Keep Combat Targets in 
View does just that! 


You can click on the buttons (or key- 
board) to hit your target High 

((Page Down)), Medium ((End)), or Low 
((Delete)). Using different attack heights 
helps determine which armor is strongest 
on your enemy, letting you find and 
exploit weaknesses in a foe’s defense. 
Generally, hitting low will get the job 
done at a lower cost to your stamina. 


Clicking on an attack height starts your 
combat round. 


Looting 

Once the combat is finished (and the 
coast is clear), double-click on your van- 
quished foe to open the Loot window 
(or use the key you specified in the Key 


_ Commands to “use” the foe’s corpse). 


Examine the items. Double-click (to put 
the items in your main backpack) or drag 
the items you want to keep from the 
Loot window to your Inventory backpack 
or other container. 
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Player Killer (PK) & 
Player Killer Lite (PKL) 


There is a certain thrill to playing versus 
another player. If you enjoy the challenge 
of combat versus a character that has a 
thinking, cunning, intelligent player 
behind it, then PK or PKL may be for 
you. 


What’s the difference between PK and 
PKL? A Player Killer has more of an 
investment in his choice: a PK will lose 
items on death that may be looted by the 
victor of the battle and a PK will keep 
the Player Killer status until he success- 
fully finds and uses an Altar of Asheron 
(unless the Player Killer is on the 
Darktide server, where all the characters 
are PK all the time). Players who wish to 
test PK combat but not live on Darktide 
will need to quest for an Altar of 
Bael’Zharon and click on it. 


Player Killer Lite characters do not lose 
items at death or suffer a vitae penalty. 
PKL characters automatically revert back 
to Non-Player Killer (NPK) status when 
they log out or when they die. To change 
to PKL status, simply type /pklite in the 
Chat line. 


Acheron) 


Death & Death Penalties where returning is impossible or will take 
a longer amount of time than you have. 


Thanks to Asheron’s Lifestones (those 
blue twirling stones scattered every- Don’t forget that you'll need to re-buff 
where), your character never really yourself or visit another character that 

dies. That doesn’t mean there 


can re-buff you. 
aren’t a few consequences, 
though. Vitae 

In addition to losing buffing spells and 


When your character dies, 
valuable items and equipment, your char- 


she or he loses all benefi- 


cial spells that were run- acter will suffer a Vitae penalty — a per- 


centage reduction of your Health, 
Stamina, Mana and skills. The penalty can 
be worked off by gaining Experience. (See 
Experience, p. 33.) You can check the 


ning and leaves a 
corpse with several 
of your highest val- 
ued items on it. This 


can be your armor Vitae icon at the top of your Player 


Window above your avatar to find out the 
status of your Vitae and how much expe- 
rience you'll need to remove it. If you 
suffer another death before your Vitae is 
paid, that penalty will be added to what 
remains ... up to a maximum of 40%. 


and weapon! You 
may have to care- 
fully travel back 

to hazardous 

areas, find your 
corpse, double-click 
on it and drag your 
stuff back to your 
Inventory or to 
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our avatar to re- 
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equip your armor 
and weapon. 


If the area is 
just too haz- 
ardous, you may 


> If you don’t remember 


where you were, you cat 
ype /corpseto display — 

the location of your last 4 

outdoor death. a 


want to ask your 
patron or a member of 
your allegiance to help you 
out. If someone is online who 
can go get your things for you, 
type /permit <full character name>. 
This allows the specified charac- 
ter permission to loot your corpse. This 
permission lasts for one hour. This 
G comes in handy when you die 
“AS in the middle of a long quest, 


MAGIC 


There are four schools of 
magic in AC: TD — 
Creature (spells you can 
cast on yourself or 
another player charac- 
ter), Item (spells you cast 
to enhance items), Life 


you only want to learn on 


Or two first level spells in on 
D f the schools, you can equip 
3 id or orb that grants a sma ii 
skill bevel in a shast ym don’ 


ponents when casting a 
spell, but you do need 
that minimum in your 
inventory to be able to 
cast it. Components can 
be purchased from 
Archmage or Master 


(spells that protect or aid 
you), and War (spells 
that are offensive and 
cause direct damage). 


Take a school’s skill and 
buy a Foci for that 
school of magic. (If you 
take the skill for one of 
the schools of magic dur- 
ing Character Creation, 
then you automatically 
have a Foci in one of your container 
slots.) Then, you can visit many of the 
Scriveners of magic scrolls and purchase 
scrolls for the individual spells you are 
capable of casting. (Or, you may find spell 
scrolls in creature loot!) Double-click on 
the scroll in your Inventory window to 
learn the spell, if your skill in the school 
is high enough. Click on the Wand trian- 
gle to open up your spellbook. The spell 
you just learned is highlighted. 


Examine the spell 
once you've learned 
it (right-click on it 
or hit the {E) key). 
The information will 
tell you what com- 


BARE 


ponents you need to 

cast that spell, usually a kind of scarab 
and a number of prismatic tapers. Note 
that you won’t always destroy those com- 


@ sinall level of skill.) Buy th Z 
scrolls from a Scrivener and 
tthe -spell.-Buy the indicate 


ans and ates and pow. E 
s-and herbs in addition to : 


Mage vendors throughout 
Dereth. Some creatures 
will drop components in 
loot, but it’s better to be 
prepared by regularly vis- 
iting an Archmage or 
Master Mage. 


After you’ve learned a 
spell, you'll need to put it 
where you can use it. 
Equip a wand or orb and 
click on the Dove icon in the bottom 
right of your player screen to open your 
casting panel. You have seven different tabs 
to use to organize your spells. There are 
Self spells (the ones you can cast on your- 
self) and Other spells (to be cast on oth- 
ers or on items). You may wish to put 
your Self spells in one tab and your Other 
Creature spells in another tab and your 
Item spells in a third tab ... 
organization works for you. 


whatever 
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Spelk asting Win fow 


Drag the spell’s icon from the 
Spellbook window to one of 
the open slots in your casting 


panel. Now, if you have all the spell’s 
components, it will be ready to cast. If it’s 
a Self spell, simply double-click on the 
icon or click on the green CAST button 
and you've cast a spell on yourself. 


If it’s an Other spell or an Item spell, you 

will need to click on the target of the spell 
before you double-click on the icon in the 
Casting Panel or click on the Cast button. 


Don’t forget that casting spells uses up 
components! Be sure to visit your 
favorite Archmage or Master Mage fre- 
quently. 
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Magic Defense 


Everyone has a Magic Defense skill that 
gets applied against any harmful magic. 
Everyone ... even monsters. The eftec- 
tiveness of your casting will be measured 
against your opponent’s Magic Defense 
(or vice versa, if you're on the receiving 
end of a PK or monster’s harmful 
magic). If the caster’s effective skill is 
lower, his target will resist the spell. If it’s 
higher, the spell will punch through his 
opponent’s Magic Defense and strike. 
There are many factors that go into 
determining your spell effectiveness each 
time you cast a spell, so even if the spell 
fails once, try a few more times. If it still 
fails to land, run away and come back 
later after you’ve raised your skill in that 
school of magic. 


ALLEGIANCES & FELLOWSHIPS 


Asheron’s Call: Throne of Destiny is a social 
game. It helps to have friends you can 
call on for help, especially if those friends 
have played the game for a while. So, you 
might want to join an Allegiance. (See 
Social, p. 19, on how to swear alle- 
giance.) The head of an allegiance is the 
monarch. A monarch will have up to 12 
vassals. These vassals are also patrons to 
their own vassals, and so on. They can 
help with information, advice, items and 
much more. You can help them with 
bonus experience through a Patron / 
Vassal relationship. You gain bonus 
experience for your patron — a 
certain percentage of the XP 
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that you earn. A much smaller bonus will 
be granted to your patron’s patron. The 
vassal’s Loyalty skill and the patron’s 
Leadership skill determine the amount of 
the bonus. 


Sometimes, things don’t work out. 
Friendships change. It is simple to change 
patrons (See Social, p. 19). A Fellowship 
is a group of players who join together 
to have fun and earn extra XP while 
hunting or questing. Indeed, some quests 
are impossible without help. Fellowships 
are temporary and voluntary in nature. 
(See Social, p. 19, on how to set up a 
Fellowship.) 


"sak 


WMiagic, Allegiances & Fellowships, Experience, Quests 


EXPERIENCE 


Go on quests, kill monsters, craft ... you 
get experience (XP). There are two types 
of XP: total and unassigned. Total XP is 
the sum of all the XP you’ve gained. 
Unassigned XP is the pool you have to 
raise your skills and attributes. 


Some of your unassigned experience is 
applied automatically to a skill as you use 
it. Check the Skills tab of your Attributes 
and Skills triangle (see 
Attributes / Skills, p. 17). 
Click on one of your skills 
and look at the bottom of 
that window. Under the 


Take care! There is no 


matically go up one skill level. If the bar 
is only partially filled with blue, it will 
indicate how much XP you need to reach 
the next level (either by using that skill 
more or applying that much unassigned 
XP to the skill). 


Under the brown bar is the pool of unas- 
signed XP. Select a skill you wish to 
improve. If the green triangle lights up, 
you can apply unassigned 
XP to the skill. (Check 
the “XP cost to raise 
skill” to find out how 
much XP will be put into 


name of the skill you S ‘undo. Once the XP is the skill after you click 


selected is a brown bar. The 
automatically applied expe- 
rience will show up here. 
After this brown bar fills 
with blue, you will auto- 


“Spent, it’s spent... until 7 
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on the green triangle.) 


you get some more. 


QUESTS 


Questing makes AC:TD fun! Talk to the 
NPCs around town and outposts. They 
may have items they need you to find for 
them (or things they need you to make 
for them if you have a trade skill such as 


Alchemy, Cooking, or Fletching). Visit the 
local tavern for rumors. (Check the Items 
/ Books, Paper tab in the Markeeper 

vendor window. See Vendors, — 


p- 25.) a 


HOUSING 
A limited number of apartments, cottages 
and villas are available to characters in 
AC:TD (one dwelling per account per 
server), provided the character has 
reached Level 20. Mansions are available 
to Monarchs of Rank 6 or higher. Each 
dwelling has purchase requirements — 
pyreal (money), a Writ of Refuge and a 
loot item — and maintenance require- 
ments (pyreal or a combination of pyreal 
and Writs of Refuge). 


Type /house available to get a list of the 
coordinates for all available cottages, vil- 
las and mansions, and a total number of 
apartments available. When you find a 
dwelling that you want, check its 
Housing crystal. If it’s available, the crys- 
tal will be inactive (not twirling). 
Double-click on the crystal to open the 
Buy / Maintenance window. 
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Click on the Buy tab and insert the listed 
requirements into the slots. When all the 
items have been placed in the window 
slots (See Writ of Refuge below.), the 
Buy button will be available to click. Click 
the Buy button and you own a home! 


But, that’s not all. You also need to pay a 
monthly maintenance fee. Click on the 
Maintenance tab. After you’ve moved all 
or part of the maintenance requirements 
to the slots, the Maintenance button will 
become available to click. If you put in 
the entire maintenance requirement, click 
the Maintenance button and 
G you're paid up for 30 days. If 
you only put in a partial 
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amount, the numbers under the tab will 
show what you’ve paid toward the entire 
maintenance. 


Failure to pay Maintenance in a timely 
manner results in loss of your dwelling. 
All the contents will be available to who- 
ever next purchases the dwelling. 


You can also deliberately abandon your 
dwelling (to move into a larger home or 
one in a different location) by typing 
/house abandon in the Chat line. 


Type /help house to display all the com- 
mands (to give access, storage access, and 
so forth) available to a dwelling owner. 
You can type /house recall from anywhere 
and return to your home. 


Writ of Refuge 


This document gives you the right to own 
a dwelling. You need one 
to buy an apartment or 
cottage. Larger dwellings 
— villas and mansions — 
require more than one 
Writ for purchase, and 
more Writs as part of maintenance. 


A character that has reached Level 20 can 
go on a quest for one Writ of Refuge. 
Or, a list of items that can be traded for 
Writs of Refuge is available at any Agent 
of the Arcanum (located in most towns). 


Storage 

Each dwelling has one or more storage 
chests, with a slot for an extra container 
inside. The owner of the dwelling controls 
the access to his or her House Storage. 
Item hooks — wall, floor, ceiling and out- 
door — are also available to display items 
and decorate your dwelling. Only the 
owner can place an item on a hook. 


STARTING TOWN MAPS 


Sanamar 


@® The Royal Hall. The Royal Hall of Sanamar is the res- | @ Market. Grocer Jaffres Dini buys and sells food and 


idence of King Varicci II and his court. It was built as a cooking supplies, and Tod Burgni buys and sells a lit- 
replica of the Royal Hall of Viamont, back on Ispar. tle bit of everything. 

@ Public Square. The Grand Knight of Sanamar is fre- @ Healer. Deme du Laur sells healing paraphernalia, and 
quently stationed here, in the shadow of the great can also cast a variety of helpful spells on customers. 
Statue of Varicci Il. The pen of the Red Bull of ® Elena du Furza’s Cottage. Elena du Furza is the 
Sanamar Is just to the south. Keeper of the Beacon, a nearby tower that warns of 

@ Seneschal Dalmour’s Cottage. This is the home of impending attacks from the surrounding wildlife. 


Seneschal Dalmour, who has been organizing the 
Viamontian raids against the Ruschk. 


® Stuven di Bonachien’s Cottage 


® Fabien Strinjelli’s Cottage 


© Jeweler. Susana Ariean buys and sells jewelry out of 
her shop. 


@ Tavern. Jean Vaden is the barkeep of Sanamar'’s tav- 
ern. Paissen du Kim and Brewmaster Rand can often 
be found here. 


@® Scribe and Archmage. Benno di Hergeaux sells 
blank tomes as well as some guidebooks on the first 
floor. On the second floor, Archmage Luchessa du 
Lamiere sells many magical and alchemical items 
such as spell components, mana stones and casting 
devices. She will also dispel harmful magic from cus- : 
tomers for a price. {so 

® Lorca Sammel's Cottage. Lorca Sammel has been 

complaining of late that he has lost a precious heir- 
loom to a pack of wild beasts. 

Scriveners. The merchants in this building sell magi- 

cal scrolls. Not all of the vendors are human, but most 

Viamontians are loath to question their presence here. 

Armory. Fletcher Mikael di Suinn and blacksmith 

Karlus Loc do business out of this building. 


) Tailor. Monique du Bressa sells traditional 
-Viamontian clothing and will buy clothes of all types. 


Portals to Holtburg, Yaraq, Shoushi, 
Eastwatch (Viamontian city), and 
Westwatch (Viamontian city). 


. Sa ROME OR GRC 
Holtburg 
Chess Board, 
Holtburg West 
Training Academy 
@ Sir Rylanan. He and another sentry 


@ © 


@®®8 8 © 
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are on the lookout. 


Scriveners. The merchants in this 
building sell magical scrolls 

Agent of the Arcanum & 
Wedding Planner. Here is the 
place to come when you're ready 
for that home ... or if you're ready 
to get married. 

Holtburg Meeting Hall 

Portal to Dryreach. Take care! This 
is an area for Level 40 characters. 
Shop. Shopkeeper Renald the Elder, 
Scribe Renald the Younger, and an 
Apprentice Alchemist are here. 
Portal to Neydisa Castle. Take care! This is an 
area for Level 40 characters. 
Tavern. Barkeeper Wilomine sells some great food 
and beverages as well as some local rumors which 
could lead to lucrative quests. You'll also find Flinrola 
Ryndmad from the Explorer's Society along with 
Worcer (needs some help recovering heirlooms) and 
Alfrin (needs some help recovering his seeds). 


Cooking Forge 

Market. Fispur Ansel the Grocer sells food and cook- 
ing supplies. 

Portal to Shoushi 

Portal to Rithwic 


Portal to Cragstone 
Portal to Arwic 


Jewels and Magic. Monyra the Jeweler buys and sells 

those pretty bits and baubles. Upstairs, Archmage 

Cindrue sells many magical and alchemical items such 

as spell components, mana stones and 
casting devices. She will also dispel harm- 
ful magic from customers for a price. 


Alchemy Forge 


Bowyer. Sontella Dagroff can take care of all your 
ranged weapon needs. 


Smithy. Sedor Wystan the Blacksmith buys and sells 
weapons and armor. 

Salvaging Forge 

Tailor. Ecotha the Tailor sells traditional Aluvian cloth- 
ing and will buy clothes of all types. 


Collector. Find out what this NPC collects. Hunting 
for these items can be fun ... and lucrative. 


Mannikin Foundry Statue (porta! to Nanto) 


Healer. Thelnoth Cort the Healer sells healing para- 
phernalia, and can also cast a variety of helpful spells 
on customers. 


Portal to Redspire 
Lifestone 


Shoushi 
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Apprentice Alchemist 
Jeweler: Ai Konaji 
Portal to Nanto 
Shoushi Meeting Hall 
Tailor: Tailor Ma Shih 
Cooking Forge 

Portal to Kara. Take 


care! This is an area for 
Level 40 characters. 


Chess Board, 
Shoushi West 
Training Academy 


Market. Hau Ji Tan the 
Grocer buys and sells 
food & cooking supplies. 
Portal to Yanshi from customers for a price. 
Scriveners. The merchants in this building sell magi- ® Shop: Shopkeeper Gonjoku 


Chess Board, 
Shoushi Southeast 


cal scrolls. viii Training Academy 
Lockpick Forge ® Salvaging Forge 
Collector. Find out what this person collects. Hunting | @ Tavern: Jaikite Sanzen the Barkeeper 
for these items can be fun ... and lucrative. 
Tavern. Nin Hong the Bark I ’ — 
in Hong the Barkeeper sells some great : 
food and beverages as well as some local rumors @ Smithy. Ven ‘lth a wm Ps ms “ iar , 
which could lead to lucrative quests. You'll also find — mpl tk Wag ta ay taagas 
Oi-Tong Ye from the Explorer's Society along with Lou — 
Ka (needs some help recovering items stolen by @ Bowyer: Zhofon No the Bowyer 
some mosswarts). ® Mannikin Foundry Statue (portal to Nanto) 
Scribe. Brother Gonern the Scribe sells blank tomes ® Portal to Hebian To 
. ne 3 - am ler sells heal Aagormsee 
Healer. Yaoshan Tong the Healer sells healing para- Port 
phernalia, and can also cast a variety of helpful spells “4 ; pio, oetee 
on customers. ® Lifestone 
Portal to Yaraq @ Agent of the Arcanum & Wedding Planner. Here 


Alct is the place to come when you're ready for that home 
v forge ... OF if you're ready to get married. 

Magic. Archmage Chen Wah-Ji sells many magical and 

alchemical items such as spell components, mana stones >» 


and casting devices. She will also dispel harmful magic Ws 


@ 
® 
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Portal to Holtburg 
Cooking Forge 

Tailor, Market, Healer. 
Arlad ibn Mulud the Tailor 
sells traditional Gharu'ndim 
clothing and buys any type 
of clothing while Nuya bint 
Mulud the Grocer sells food 
and cooking items. Mulud 
al-lyar the Healer sells heal- 
ing paraphernalia, and can 
also cast a variety of helpful 
spells on customers. 


Portal to Al-Arqas 
Scriveners. The merchants 
in this building sell magical 
scrolls. 


Portal to Samsur 


Portal to Khayyaban 
Portal to Bluespire 
Portal to Xarabydun 
Fletching Forge 
Lockpick Forge 
Alchemy Forge 


Smithy, Bowyer. Buray ibn Tamsa the Blacksmith 
buys and sells weapons and armor. Ladim al-Faji the 
Bowyer handles your ranged weapon needs. 


Rahira bint Hison the Shopkeeper buys and sells a wide 
variety of goods. Archmage Inyamkaya bint Ruz sells 
many magical and alchemical items such as spell compo- 
nents, mana stones and casting device and will dispel 
harmful magic from customers for a price. Wasifa al-Kani 
the Scribe sells blank tomes as well as some guide- 
books. Tariq ana bint Hin the Jeweler buys and sells 
those pretty bits and baubles. The Apprentice 
Alchemist is out back. 


Portal to 
Linvak Tukal 
(level 40 area), 
ortal to Zaikhal, 
Arshid’s Den of 
Iniquity Casino, 
Yaraq East 
Training 
Academy 


a Mannikin Foundry Statue (portal to Nanto) 
@® Portal to Greenspire 


® 
@® 
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Yaraq Meeting Hall 


Tavern, Collector, Translator. Barkeep Jubal al- 
Baljad sells some great food and beverages as well as 
some local rumors which could lead to lucrative 
quests. You'll also find Mara al-Luq from the 
Explorer's Society along with Ma’yad ibn Ibsar (needs 
some help finding her brother). Visit the Collector and 
find out what they collect. Hunting for their favorites 
can be fun ... and lucrative. Akyafi ibn Sumuren the 
Translator is on the roof. 


Agent of the Arcanum & Wedding Planner. Here 
is the place to come when you're ready for that home 
... of if you're ready to get married. 


Lifestone 
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NEW ENEMIES & MONSTERS 


Eater 


Eaters are ravenous 
beasts bent on the 
mindless con- 
sumption of any- 
thing that crosses 
their path. Eaters 
are typically used 
as shock troops by the 
Viamontian army, often 
clearing out enemy cities 
before the Viamontian 
Knights stride in to mop 
up the survivors. ™ 
However, any notion Eater 
that the Viamontians have actually 
tamed the Eaters is a foolish one, indeed. 
You cannot tame an Eater. All you can 
do is point it at your enemies and get 
out of the way. 


Viamontian 
<n 
A Viamontian 
Knight is the 
massive, lum- 
bering result of 
foul magical 
bloodrites con- 
ducted by 
King Varicci II. 
When the 
Viamontian King 
was approached by a 
mysterious mage who 
promised him an army 
of powerful warriors, 
*. 
Viamontian Knight 


much larger and stronger than a normal 
man, he wasted no time in transforming 
his loyal troops. The fact that these rites 
erased the memories of his soldiers 
and turned them into mindless 
automatons mattered not to the 
King. 


The Ruschk 


Little is known of the savage can- 
nibals who inhabit the ice-covered 
islands of the Halaetan Archipelago. 
Their ice-forged weapons and 
powerful magical ability have 
thwarted all who have tried to 
infiltrate their society. 
The Ruschk have thus 
far not proved much of 
a threat to the 
Viamontians who 
share their archi- 
pelago, but none 


are foolish enough 
to believe that will 
always be the case. {° 


The Ruschk 
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Thrungus 
The Thrungus are 


There are some who say 
that penguins are noth- 
ing more than cute, 
harmless, flightless 
birds. They haven’t 
met our penguins. 


mushrooms. But 


with arms, legs 
and the ability to 
cast spells. And a 
: love for shiny objects. 
Penguin There’s really nothing 
more to say about 


The Fiun them. 


: ~~» The Fiun are a powerful 
Fiun | 4 o\ 


Mage 


race of mages who once 
thought themselves gods. 
However, when a 


seemingly benign 
spell destroyed their 
homeworld, the 
Fiun turned their 
back on all 
notions of the 
divine. Many of 
the Fiun were 
ravaged by the 
Eaters that they 
inadvertently creat- 
ed. Those Fiun 
have become 
maddened, and 
walk the earth as 
mindless, sham- 
bling beasts that 
remember noth- 
ing of their pre- 
vious lives. 


Thrungus 
(Concept Art) 


Maddened 
Fiun 


THE STORY OF ASHERON’S CALL 


The legendary magician Asheron has 
summoned many to Dereth; only the 
bravest have answered the call. Here, 
warriors will battle creatures of awesome 
might, magicians will discover magical 
items and spells, and treasure hunters will 
seek out precious relics. Quests will 
impel adventurers to uncover the wealth 
and lore of legend. Adventurers will form 
allegiances and fellowships, for often 
many can accomplish what one alone 
cannot. 


0 
In ancient times, a powerful race, the 
Empyrean, flourished across the island of 
Dereth. Their empire fell into ruin, how- 
ever, when the wizard Gaerlan opened a 
portal that ushered in vicious hordes of 

_ monsters, the Olthoi. Asheron, whom 
many considered the most powerful mage 
alive, cast a spell that transported the 
Empyreans to the mysterious depths of 
portal space, though he himself remained 
behind. 


This spell had an unintended side effect, 
however. The Empyreans’ flight to safety 
accidentally summoned many other crea- 
tures to Dereth — among them humans. 
At first the Olthoi enslaved the humans, 
_ but a band of rebels, led by the noble- 

~ woman Elysa Strathelar and the warrior 
Thorsten Cragstone, chose to fight. Aided 
_ by Asheron’s magic, they slew the Olthoi 
queen and won freedom, though it cost 

- Thorsten his life. 


Sixteen years later, Elysa has assumed the 
throne of Dereth, while Asheron’s where- 
abouts are unknown. Unable to return 


home. They have built towns 


home, humans have created a society 
based on the world they left behind. In 
their time in this realm, they have defeat- 
ed a great many foes and have grown 
into a force of immense power. The 
world is under their control. Or so they 
believe... 


Ispar: The World that Was 
Humans are not native to Dereth. 
Instead, they come from the world of 
Ispar, home to many different cultures, 
including the warlike Aluvians, the schol- 
arly Gharu’ndim, the peaceful Sho, and 
the empire-building Viamontians. 


Some time ago, strange magical vortices 
began to appear in Ispar. They opened 
briefly, long enough to lull passersby into 
a sense of inescapable curiosity. Once 
ensnared within the portal’s magical 
energies, these people were hurtled across 
the reaches of space to the land of 
Dereth. From the poorest peasants to the 
highest nobles, no one was spared. 


At first, these vortices appeared only in 
Aluvia, but over time they spread to the 
Gharu’n, Sho, and Viamontian realms. 
Their spread may well continue, into still 
other lands. 


Dereth: The World That Is 


The isle of Dereth is a small land on the 
world of Auberean. When humans first 


arrived on this isle, it was a land in ruins, 


overrun with dire creatures. Faced with 
the prospect that they might never return 
to Ispar, humans have set about 
making the island their new 
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and outposts, carving out small pockets 
of safety in a perilous world. 


Though the Empyrean have left, some of 
what they wrought remains. Magic flows 
through the land. Mystical portals, akin 
to the vortices that first brought humans 
to Dereth, allow their users to travel 
great leagues in but moments. Even death 
is different here: enchanted Lifestones 
bind the spirits of those who use them, 
allowing the dead to be resurrected, 
albeit in a weaker form. Other strange 
magic is sure to be found amid the ruins 
of Empyrean society. 


The World That Could Be 


In their time on this world, the Isparians 
have defeated many foes and established 
a powerful realm. But an enemy from 
their past — the brutal and vicious 
Viamontians — have recently found their 
way to Auberean. They have been trapped 
on an archipelago north of Dereth for 
many years. With the aid of shadowy 


WEBSITES 
AC Community Site (Turbine): http://ac.turbine.com/ 


allies, they watched as Queen Elysa 


increased the power of her realm with 
the help of the land’s most powerful 
monarchs. 


For eight years, the Viamontians have 
strengthened their armies and laid their 
plans. For the barrier separating their 
island chain from the lands of the 
Bloodless has just shattered, and a long 
forgotten war is about to be renewed. 


Lore Resources 


Asheron’s Call: Throne of Destiny will be 
updated with new content on a regular 
basis, generally every month. Asheron’s 
Call has been around since 1999 and 
that’s a lot of content ... much more than 
we can include in your manual. If you 
enjoy the background lore of the game, 
there are good places to review all the 
exciting things that have led to Asheron's 
Call: Throne of Destiny. Check out one or 
all of the websites on the next page. 


AC Community Throne of Destiny: http://ac.turbine.com/index.php?page_id=279 
Turbine Account management: http://billing.turbinegames.com 
AC Community State of the Network: http://ac.turbine.com/index.php?page_id=180 


Asheron's Call Vault: http://acvault.ign.com 
Warcry's Crossroads of Dereth: http://ac.warcry.com 
Maggie the Jackcat’s: http://www.thejackcat.com 
Asheron's Call Stratics: http://ac.stratics.com 


Asheron's Call Mystics (German): http://ac.mystics.gamigo.de 


CUSTOMER SERVICE 


Online Manual: http://ac.turbine.com/index.php?page_id=170 


Note about Envoys 


Site: http://ac.turbine.com/index.php?page_id=173 
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MAPPABLE COMMANDS 


Have you become accustomed to certain key- 
board commands? Do [A], (D) and {W) mean turn 
left, turn right and walk forward, respectively? 
If those are the keys that you’re used to, that’s 
terrific because AC:TD has them already 
mapped that way. (See Keyboard Shortcuts on 
the next page.) 


But what if you don’t like those keys for 
movement? No problem. While in game, go to 
the Options button / Gameplay Options / 
Configure Keyboard button and re-map your 
keyboard shortcuts. 


You'll also notice a number of other options 
available that don’t have keys mapped for them 
in the Default Set. For example, two functions 
that might come in handy are “Use Closest 
Unopened Corpse” and “Use Next Unopened 
Corpse” — especially if you get stuck in a cor- 
ner and end up with a knee-high pile of crea- 


ture corpses around you! 


To accomplish this (or any other mapped key 
you select), scroll down the list and click on 
the function where you want to create or 
change a key command. To continue the exam- 
ple above, click on “Use Closest Unopened 
Corpse.” A window will pop up that asks you 
to type the key you wish to map to that func- 
tion. Hit the key that you want to use and 
you're set. 


Once you have your key-mapping scheme 
done, it’s a good idea to take one more step. 
Click on “Save as ... ” and type in a name for 
your new set. Click “Save.” That way, you can 
always go back to the Default Set if you find 


that you want to start over and try again. 
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KEYBOARD SHORTCUTS 


COMBAT KEYS 
Attack High / 


C) (accent) 


Attack Low / 
Previous Spell 
Combat Mode 
Decrease Power / 
Decrease Accuracy / 


Previous Spelltab 


TARGETING KEYS 
Closest Compass Item 
Previous Compass Item 
Next Compass Item 


Credits, Mappable Commands, Keyboard Shor tcuts 


PLAYER PANEL KEYS 

Allegiance Panel 

Fellowship Panel 

Spellbook Panel 

Attributes Panel 

Skills Panel 

Map Panel 

Options Panel 

Inventory Panel 

MISCELLANEOUS KEYS 

Capture Screenshot 
to File 
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Keypad 


(*) 
(H) 


Stand 
Cancel / Options Panel 
Enter Chat Mode 


BAe 


Help 
Use Shortcuts 1 — 9 


ss) Ooo) 
S 
(0) 


Closest Monster 
Next Monster 
Previous Monster 
Closest Player 
Next Player 
Previous Player 
Next Fellow 
Previous Fellow 
Last Attacker 
Previous Selection 


_ 
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(*) (apostrophe 
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